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Economy Design Overview 






rR> 


WHAT IS ECONOMY DESIGN? 

■ Modeling of user behavior 

■ Helps you understand content consumption for 
planning future milestones 



■ Instrumental in designing monetization, 
retention and engagement mechanics 

■ Has practical real life applications 






WHAT IT LOOKS LIKE IN A GAME 


Kevin kills 10 monsters a session. He plays 
2 sessions a day. Monsters on average give 
10 coins per kill. How many days will zKevin 
have to play in order to buy the best plunger 
in the game which costs 1000 coins? 




WHAT IT LOOKS LIKE IN A GAME 


Average Monster Drop 

10 coins 

Monsters Killed/Session 

10 monsters 

Sessions Played/Day 

2 sessions 

Item Cost 

1000 coins 














MODELS HELP INFORM YOUR DECISIONS 







HOW LONG WILL MY CONTENT LAST? 


Economy Model 

Sink Type 

Total 

Completion Time 

Home Item Sink 

64892 

156 Days 

Shop Sink 

7734 

19 Days 

Gift Box Sink 

13266.67 

32 Days 

Cosmetic Sink 

77750 

187 Days 

House Sink 

19917 

48 Days 

Total Sink 

183559.6667 

440 Days 



HOW MUCH EFFORT IS REQUIRED 
TO OBTAIN SOMETHING 








Game Economy Fundamentals 






TIME 



Used to estimate a player’s 
progress in the game 


Used to estimate the value 
of resources in your game 


Ex. Time needed to gather 10 apples 


Measured in several forms: 


° Session length 
° Task length 

° Days played 

° Combat length 





TIME MECHANICS 

■ Timers - gate player progression 

° Drives retention 
° Potential for monetization 

■ Limited time content - incentivizes users 
to focus on content while it’s available 

° Drives retention and engagement 
° Drives monetization 
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TIME IS THE CORNERSTONE OF A GREAT ECONOMY 

■ How much time should a player spend killing this monster before the item drops? 

■ How much money will a player make in one session ? 

■ How Iona will it take for a player to purchase all of the furniture in this expansion? 

■ How much damage will this sword do per second ? 

■ How Iona will it take an average player to obtain the legendary pet from an egg? 

■ Is my players’ progression paced properly? 





CURRENCIES 

■ Soft Currency - obtained in game 

■ Hard Currency - purchased for real money 

■ Third Currencies - obtained in game and 
used in isolated systems 
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SOFT CURRENCY 


■ Earned through in-game actions 

” Completing a task 

" Defeating an enemy 

° Selling items collected 

Used for most in-game transactions 

■ Primary unit used in gating player progression 

■ Often represented as gold, dollars or some 
other fictionally relevant item 
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HARD CURRENCY 

■ Premium currency purchased using real money 

■ May simply be Robux or you can create your own currency 

■ Should very rarely be granted by in-game actions 

° Daily reward 
° Twitter code 

° Level/Achievement milestone 

■ Used in purchasing valuable items and services 

■ Often represented as something fictionally valuable 
like diamonds, gems, crystals, etc 











ROBUX 


■ Pros 


° Less click friction 
" Value easily understood by players 
" Less reliance on successfully 
implementing a purchase flow 


■ Cons 


" Inability to give some currency in-game 
” Value easily understood by users 
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YOUR OWN HARD CURRENCY 

■ Pros 


° Ability to grant in-game to users 
° More agency over the value a 
player receives in their purchases 
° Ability to run your own sales 


■ Cons 


° Extra friction to purchases 

° If implemented poorly will hurt 

overall monetization 




THIRD CURRENCY(S) 


■ Used in one-off features and systems in your game 

° Useful when you do not want the feature to compete 
with soft currency progression 
° Useful when you want to pace progression in 
the feature separately from the rest of the game 

■ Often represented as something fictionally relevant 
to the feature the currency is designed for 






USE THIRD CURRENCIES SPARINGLY 


■ Adds complexity to a system that may 
confuse or frustrate some players 

■ May create bloats in your economy if not 
properly supported 

■ The problems they are trying to solve can 
generally be done better using time or soft 
currency 











CURRENCY SOURCES 


■ Features in the game that give players currency 

■ Soft Currency 

” Selling items in a shop 
° Finding soft currency in a chest or gift box 
" Defeating enemies 

■ Hard Currency 

" Purchasing in the premium game store 

” Daily Reward 
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CURRENCY SINKS 


■ Features in the game that remove 
currency from the economy 

° Soft Currency 

■ Purchasing items in a shop 

■ Upgrading a character 

■ Auction house tax 

° Hard Currency 

■ Purchasing game passes 

■ Purchasing soft currency 
packages 

■ Timer/progression gate skips 
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Understanding Player Behaviors 






HOW DO YOUR PLAYERS PLAY YOUR GAME? 


■ Player motivation 

° Content completion 
□ PVP 

° Social/roleplay 

■ Player Skill 

■ Game Platform 

■ Play Frequency 

° Sessions per day 
° Days per week 


PLATFORM CONSIDERATIONS 


■ PC/Console 

° Longer play sessions 

15-20 minutes on average, depending on the game genre 
° Can handle more complicated/precise controls 

° Typically an older audience 

■ Phone/Tablet 

° Play shorter sessions 

5-10 minutes on average, depending on the game genre 
° Need more simplified controls 
° Typically a younger, more casual audience 




PLAYER COHORTS 


■ Casual (>P30) 

- Often play for social experiences and roleplay 
” Your economy should be accessible to this 

group but not targeted at them 

■ Average (P50) 

- Will play for both fun and achievement 

" Your economy should be difficult for this group 
but not impossible and/or unfun 


■ Highly Engaged (P75) 

” Play for achievement/content completion 
” Make angry forum and twitter posts 
" Balance your economy for this group 

■ Whales (<P95) 

- Comprise the majority of spend in your game 

- Ensure your economy is durable enough to 
keep engaged 





WHY PLAYER COHORTS MATTER 


Easy 


Hard 









WELL ACTUALLY.. 



Putting It All Together 

How to Build Your Game Economy 






STEPS TO BUILDING A SUCCESSFUL GAME ECONOMY 

■ Research similar games 

Write down your goals and assumptions 

■ Build your economy 

■ Playtest your game often and iterate 

■ Improve your economy with game analytics 






RESEARCHING SIMILAR GAMES 

■ Play through several similar games to get a feel for what works well and what can be improved 

Deconstruct game economies 
° Record key milestones in the games you play 
XP to level 
Item costs 
Wallet Size 

■ Read articles on popular/successful game projects 

° Game wiki pages 
° RDC talks 
° GDC vault 
° Gamasutra 





WRITE DOWN YOUR GOALS AND ASSUMPTIONS 

■ Goals - plans for what you want your economy to accomplish 
° Content duration 
° Depth of spend 

° Difficulty (often paired with a targeted player cohort) 

Assumptions - any aspects of your economy that cannot be 100% accurate 
° Player frequency 
° Tasks count 
° Random drops 
° Assumed player behaviors 





BUILD YOUR ECONOMY 

1. Player Income 

■ Choose a target player cohort and model their income based on the soft 
currency sources in the game 

2. Content Duration 

■ Based on your goals, determine how long you want the content in your 
game to last 

3. Model your sinks 

■ Based on the player’s total income over the time you have determined, 
price your items to sink all of that income 





BUILD YOUR ECONOMY: CALCULATE PLAYER INCOME 

1. Choose a player cohort you wish to be the baseline balance of your 
economy 

2. Model that cohort’s play frequency 

3. Identify all sources of income for your game 

4. Model your targeted cohort’s daily income based on their play 
frequency and your economy sources available to them 





BUILD YOUR ECONOMY: CONTENT DURATION 

1. Based on your goals, determine how long you want the content in your game to last 

2. Model your targeted cohort’s total income for that determined time period 





BUILD YOUR ECONOMY: MODEL YOUR SINKS 

1. Identify all currency sinking systems in your game 

2. Determine what the composition will be for each of those sinks 

3. Calculate how much each system will sink based on the players total 
income over the content duration period 

4. Price items in those sinks based on the amount allocated 





PLAYTEST YOUR GAME 

■ Play through the game as each of your player cohorts to understand their 
play experience 

° Is the content too hard for your casual player 
° Is the content too easy for whales? 

° Does the average player hit a wall at some point in progression? 

■ Record game milestones as you reach them in your playtests 

° Compare to your economy model 


Have friends and team members play your game and record their milestones 





IMPROVE YOUR ECONOMY USING GAME ANALYTICS 

■ Confirm that each of your player cohorts are 
playing at the rate you expect 

■ Track player progress to ensure it is in line with 
your model’s predictions 


Iterate and rebalance any aspects that need it 





Thank you for your time. 






